[5e] Monk Archetype: Way of the Drunken 


Master 


Way of the Drunken Master 


There is enlightenment in altered states of consciousness and none so enlightened as the happy 
drunk. Practitioners of the Way of the Drunken Master believe that by emulating the ecstatic 
happiness and reflexive confusion of the perpetually intoxicated they will achieve lasting bliss 


land martial superiority. 
Drunken Stupor 


Starting at 2nd level, you can spend a bonus action to put yourself into a drunken stupor. Drunken 
masters prefer to imbibe copious amounts of alcohol regularly but do not gain these benefits 
unless they use this feature. While in a drunken stupor and not wearing any armor you gain the 


following benefits; 


Opportunity attacks against you have disadvantage. 
Opportunity attacks you make gain advantage. 
You have proficiency with improvised weapons. 


You can use your Drunken Techniques 


If you are able to cast spells you cannot cast them while in a drunken stupor. Your drunken stupor 
ends after 1 minute, when you go unconscious, or when you spend a bonus action to do so. After 


using this feature you must finish a short rest before you can use it again. 

Drunken Techniques 

Starting at 2nd level, you can use the following techniques while you are in your drunken stupor. 
Wander Away: 


When an enemy moves within 5 feet of you you can spend your reaction and 1 ki to Disengage 


and move your movement speed. 


Redirect an Attack: 


When a creature misses you with a melee weapon attack you can spend your reaction and 1 ki to 
force that creature to make the same attack against a foe of your choice within range of the 


attack. It gains advantage on that attack. 


We're Best Friends, Right?: 


You can spend a bonus action and expend 1 ki to make a grapple attempt with advantage. 


Homebrewer 


Starting at 2nd level, gain proficiency in brewer's supplies and add double your proficiency bonus 


When using the skill. 


Simple Minded 


Starting at 6th level you can use your Drunken Stupor feature twice before needing a short rest to 
use it again. In addition, while you are in a drunken stupor you gain resistance to psychic damage 
land have advantage on saving throws against and skill checks to end grappled or restrained 


conditions. 


Internal Fermentation 


Starting at 11th level you can use your Drunken Stupor feature three times before needing a short 
rest to use it again. When you are hit by an attack that would deal poison damage you can spend 
your reaction to recover 1 ki or to heal half the amount of poison damage you would have taken. 
You gain both of these effects if you are in a drunken stupor when you are hit. You can use this 


feature again after a short rest. 


Iways Be Drinking 


Starting at 17th level once you enter a drunken stupor you do not exit the drunken stupor until 


you take a bonus action to end it or are knocked unconscious. Additionally, you can use your 


drunken techniques when not in a drunken stupor and while in a drunken stupor you can activate 


drunken techniques without a ki cost. Finally, you are used to laying face down on the floor. While 


you are prone you are not at disadvantage to attack others and those within 5 feet of you do not 


get advantage on their attacks against you. 


